FAQ 

The Varangian Heresy 
Event Series 

Event Rules Clarifications 

Are there any event specific victory conditions? 

The rules presented in the Battles in the Age of Darkness expansion for gaining additional Victory points for destroying Lord of War models 
are in effect for all missions regardless if its noted in the secondary objectives or not. 

Which rules will be used for D-weapons? 

Normal D-weapons rules as per the Warhammer 40 000 rule book will be used 

What are the rules for using Relics at the event? 

Relics will not be used at any of the events. 

Are there any event restrictions on psychic powers? 

Yes. The Invisibility psychic power is altered to read: units shooting at the Invisible unit do so at BS1, and hit it in melee on a 5+. For 
more information about psychic restrictions look further down the document. 

Is a Super Heavy Tank classed as a Tank? 

Super Heavy Tank will be classed as a Tank as well for the purpose of rules referring to Tanks etc. 

Does a character and a command squad count as one or two units? 

As per the rules they are treated as two separated units and do not even have to deploy together. However they are deployed at the 
same time. 

How many weapons is the Deathstorm Drop Pod actually armed with? 

The Deathstorm Drop Pod is only armed with one weapon but can target any enemy unit within range due to the 360 coverage of its 
weapon system. 

Are Grenades going to be played as per the new FAQ? 

No. During Close Combat each model equipped with a grenade may use them in assault following the rules of each type of grenade. 

Can you Shoot at a Dreadnought that remains embarked in a Dreadnought Drop Pod when it lands? 

Yes 


How will Knights fire arcs work? 

A knight will be assumed to be able to torso twist much like a dreadnought can. Unless noted differently all arm mounted weapons 
and weapons on the hull facing forward have a 180 arc of fire forward of the model. 


What typ of armour does the Primarchs have? 

Unless the Space Marine armour type is specifically mentioned in the Primarchs entry, all Primarchs are assumed to have artificer 
armour - so yes Angron can be transported in a Caestus Assault Ram. 

Can any wargear or special rules modifiers make something auto hit or auto miss? 

No. Regardless of the modifiers on a dice roll and if not stated specifically as a rule for a particular entry, no modifier can make 
anything auto miss or auto hit. 

Does a World Eater Marine need to be specifically equipped with a chainsword to be able to upgrade to a 
chain axe for free? 

Yes. Unless the unit entry says chainsword a World Eater cannot get a chain axe for free unless the unit is able to upgrade to a 
chainsword as part of their equipment options. 

Can dedicated transports be placed in reserve while its troops deploy on the board? 

No, either the whole unit deploys on the board within unit coherence or the whole unit is put in reserve moving on from reserves from 
the same point. After deploying the unit its dedicated transport is then free to move out of unit coherence and move freely as the 
player choses. 

Can Sekhmet termies, chose their powers? Or do they roll them? 

Replace the word “choose” with “Generate. 

In regards to Magnus; Are Novas, beams, focused witchfires and witchfires ALL witchfires? 

No, only Focussed Witchfires. 


Can IC's Pass powers to brother hood ofpsycher units? 

No, if an independent character joins a unit with Brotherhood of Psychers, with the psyker rule, the independent characters powers do 
not transfer to the unit and vice versa, unless the power effects the entire unit. 

Does the Promethean Gift still function if a non-Legion Astartes Salamanders unit is attached to it. 

Example: if I had Vulkan attached to a unit of Salamander Tactical Marines and that unit becomes a target 
of a flamer does the STR of the flamer drop to 3? (Page 106 of the Legion Astartes Age of Darkness Legions ) 

Yes, only if the character is the closest model to the shooting attack. 

Does the Primarch Vulkans "The Draken Scale" still modify the STR of incoming attacks when he is 
attached to a unit? Example: If Vulkan is attached to a 10 man Salamander Tactical Squad then he and the 
unit become one in the same when rolling to wound as per the rules for units with multiple toughness values. 
This unit is then fired at by a tactical support squad with 10 plasma guns. Do the plasma guns become STR 3 
and then roll to wound against the majority toughness of the unit which is currently 4? (page 113 of the 
Legion Astartes Age of Darkness Legions and page 51 of the 40k Hardback Rulebook). 

Yes, as long as vulkan is the closest model to the shooting attack. 

Does the Primarch Logars Dark Fortune ability still function if he is attached to a unit? Example: IfLorgar 
is attached to a 10 man Word Bearer Tactical Squad then he and the unit become one in the same when 
rolling to wound as per the rules for units with multiple toughness values. This unit is then fired at by a 
tactical support squad with 10 plasma guns that Lorgar has chosen as the target with Dark Fortune. The 
majority toughness for Lor gars unit becomes 4 so the plasma guns need 2s to wound but do to Dark Fortune 
would they be required to reroll to wound rolls of 5s and 6s? (page 105 of the Legion Astartes Age of 
Darkness Legions and page 51 of the 40k Hardback Rulebook) 

Yes, if Lorgar is the closest model to the shooting attack. 


When using the Armored Breakthrough rite of war under "Armour of the Line" it states "Preadator Strike 
Armour Squadrons (armed with PREDATOR CANNON TURRET AND SPONSONS ONLY) must be taken 
as compulsory Troops, and may be taken as additional troops. Does this mean they not have any other 
upgrades or that only the turrent may not be upgraded? For example if I put a dozer blade or a pintle 
weapon on a predator does it no longer become a Troops choice? ( Page 186 of Book 6 Retribution ) 

The troop predators may not upgrade its turret weapon but may take all other upgrades including pintle-mounted weapons. 

When using a Dreadnought Talon in a Blood Angels army does a Talon of 3 Dreadnoughts count as 1 or 3 
vehicle units for purposes of the Legion Astartes Blood Angel rule "Host of Angels" during army 
construction? (Page 258 of Book 6 Retribution) 

Each talon counts as a single Non-Legiones Astartes unit. 

When using a Sub-Orbital Strike Wing in a Blood Angels army does a Sub-Orbital Strike Wing of 3 
Thunderbolt Fighters count as 1 or 3 vehicle units for purposes of the Legion Astartes Blood Angel rule 
"Host of Angels " during army construction? (Page 258 of Book 6 Retribution) 

Each Orbital Strike Wing counts as a single Non-Legiones Astartes unit. 

On page 161 of Book 5 Tempest, page 283 of Book 6 Retribution and page 113 of the Legion Astartes Age of 
Darkness legions in the Age of Darkness Core Missions you have a "Victory Conditions" section that says 
"In all cases, in addition to the listed victory conditions for any particular Battle in the Age of darkness 
mission, completely destroying the enemy force is always a victory. If AT ANY POINT, unless specified by a 
particular mission, a side has no models present on the table, their opponent has won. So does this mean if 
someone were to take a Orbital Assault army all in Pods or a Last of the Serrated Sun army all in pods or an 
Drop Assault Vanguard army or any army that starts in Reserve but deploys units at the start of turn 1 that 
they lose the game the split second it starts because they have no models on the board? (page 113 of the 
Legion Astartes Age of Darkness Army List) 

In the spirit of the game, if at any time your opponent has had every unit in their Original army list destroyed, the game game will end 
in a Victory. However if any units are in still in reserve, or off the table for any other reason, the game will continue. 

Does Konrad Kurzes ' Nightmare Mantle give him the "Hit and Run " USR all the time or only when he 
charges? (page 43 of Age of Darkness Legions) 

All the time. 

On Page 160 of Book 5 Tempest it says Lor gar has Access to Malefic Daemonology but his entries in both 
Tempest and Legion Astartes Age of Darkness Legions do not list it. Which takes precedence and if he can 
take Malefic Daemonology can he hand select these powers due to the Transfigured Upgrade? (page 160 of 
Book 5 Tempest and page 105 of the Legion Astartes Age of Darkness Legions) 

Yes, Lorgar can take Malefic daemonology and he may choose his powers instead of Generating with the Transfigured upgrade. 

When using Malefic Demonology in games of Horns Heresy do summoned daemons count as scoring units? 
As per the Conjuration rules on page 26 of the 40k Hardback Rulebook "Unless otherwise noted, conjured 
units are scoring units ". But on page 159 of Book 5 Tempest it states "Unless specified in a particular 
mission, in Battle in the Age of Darkness games, only units taken as Troops and those specifically noted in 
their entries are counted as scoring units. " So does this mean all summoned / conjured units are scoring? Or 
that only conjured units that are listed as Troops in their source book (example: Bloodletters) are scoring? 
Or are no summoned units scoring because they are not "TAKEN" in the original list? (Page 159 of Book 5 
Tempest & Page 26 of the Hardback Rulebook) 

No, summoned daemons can never score. 


When do Augury Scanners allow you make an Interceptor Attack? Currently the rules for it state that it 
happens in the ", shooting phase" but does not say which players shooting phase or when in the shooting 
phase the attack happens. It also simultaneously tells you to use the "Interceptor" USR but the 
"Interceptor" rule says that you make the attack "at the end of the enemy movement phase", (page 131 of 
the Legion Astartes Age of Darkness Army List & page 167 of the Hardback 40k Rulebook) 

Ignore the “shooting phase” portion of this rule, and treat the augury scanner as granting the unit with the interceptor USR. 

In an Imperial Fists army can Tartaros Terminator armor equipped models take Vigil Pattern Storm Shields 
and if so what is the points cost? (page 29 of the Legion Astartes Age of Darkness Army List) 

Yes. Points are the same as for the other patterns. 

Can an Anvillus Dreadclaw and/or Kharybdis make a Fire Sweep in any phase that it moves? Can it Fire 
Sweep in the Movement Phase and/or the Shooting Phase when moving Flat Out? If it can Fire Sweep in 
any phase can it Fire Sweep more than once per turn? (page 55 & 75 of the Legion Astartes Age of Darkness 
Army List) 

Yes, anytime an Anvillus or Kharybdis passes over a unit, it may fire sweep, regardless of the phase. 

Can an Anvillus Dreadclaw and/or Kharybdis use Fire Sweep to attack a Zooming Flyer and/or a Swooping 
Monstrous Creature? (page 55 & 75 of the Legion Astartes Age of Darkness Army List & page 69 & 84 of 
the Hardback 40k Rulebook ) 

No. 

In the new Legion Astartes Age of Darkness Army List book on page 8 there is a "Lords of War in Battles in 
the Age of Darkness Games Updated Rules " section. Does this update the entire Horns Heresy Age of 
Darkness rule-set or is this specifically for Legion Astartes lists? If it is an update to the entire system can the 
"Using additional Super-heavy & Orbital Strike Wing Flyer Units " rules be used by Mechcanicum, Militia 
and Solar Aux? (pages 8-10 of the Legion Astartes Age of Darkness Army List) 

Yes, that applies to the entire Horus Heresy Age of Darkness rule-set. However only Legion Astartes lists can upgrade the crew to 
Space Marine crew. 

When using a Sub-Orbital Strike Wing can you select from Flyers that are in your core army list to make up 
the Wing or can you exclusively only take the ones in the list on page 10 of the Legion Astartes Age of 
Darkness Army List? Example: If I take a White Scar army and choose a Sub-Orbital Wing as a Rite of War 
can the Wing be made up of Xiphons? (pages 8-10 of the Legion Astartes Age of Darkness Army List) 

Yes. 

Are the automatic hits from a Volkite weapon considered to have come from a hit roll? (page 129 of the 
Legion Astartes Age of Darkness Army List) 

No. 

In a Legion Seeker Squad can a "Legion Strike Leader " take a Combi-Weapon? (page 48 of the Legion 
Astartes Age of Darkness Army List) 

Yes. 

When using a Legion Dreadnought Drop Pod how do you determine the facing of a dreadnought still 
embarked inside the drop pod? (page 47 of the Legion Astartes Age of Darkness Army List & pages 80-82 & 
88 of the 40k Hardback Rulebook) 

Always use front armor. 


When a Legion Dreadnought Drop Pod with an Embarked Dreadnought suffers an "Explodes!" result and 
suffers a Strength 4 Ap- hit, which facing does the Dreadnought suffer the hit on? (page 47 of the Legion 
Astartes Age of Darkness Army List & pages 80-82 of the 40k Hardback Rulebook) 

The Dreadnought suffers the hit on its weakest armor facing. 

When a Dreadnought that is still embarked in a Legion Dreadnought Drop Pod fires out, does it use the 
rules for Passengers Shooting from Open-Topped Transports on page 88 of the 40k Hardback Rulebook? If 
so does firing from the hull of the Dreadnought Drop Pod count as crossing itself and give the target of the 
attack the Shrouded USR via the Burning Retros rules in the Dreadnought Drop Pod entry? (page 47 of the 
Legion Astartes Age of Darkness Army List & pages 80-82 & 88 of the 40k Hardback Rulebook) 

Yes, treat every unit being fired on as having the Shrouded USR. 

Do the unique special character Dreadnoughts like Cassian Dracos, Rylanor and Telemechrus count as 
Dreadnoughts or Contemptor Dreadnoughts(as per how they are modeled) for purposes of putting them in a 
transport/Dreadclaw? In their unit entry they are identified as "unique walkers " and all Dreadclaws and 
Drop Pods say they can only transport "Dreadnoughts" or "Contemptor Dreadnoughts". If so may they 
select a Legion Dreadnought Drop Pod as a Dedicated Transport when using the Orbital Assault Rite of 
War? (page 47 & 55 & 98 of the Legion Astartes Age of Darkness Army List & page 12 & 110 of the Legion 
Astartes Age of Darkness Legions) 

Treat all special character Dreadnoughts as the Dreadnought chassis they are entombed in for purposes of transport options. 

Does a Mhara Gal Dreadnought count as a Contemptor Dreadnought (as per how they are modeled) for 
purposes of putting them in a transport/Dreadclaw? In their unit entry they are identified as "Mhara Gal 
Dreadnought" and all Dreadclaws and Drop Pods say they can only transport "Contemptor Dreadnoughts". 
If so may they select a Legion Dreadnought Drop Pod as a Dedicated Transport when using the Orbital 
Assault Rite of War? (page 47 & 55 & 98 of the Legion Astartes Age of Darkness Army List & page 96 of the 
Legion Astartes Age of Darkness Legions) 

Yes, see 25. 

In Cassian Dracos Reborns entry he has a Cyberthurgy power called "The Rite of Rededication " that asks 
you to compare the wounds of the target to the wounds of Cassian Dracos. Cassian is a vehicle so he doesn 't 
have wounds, is this meant to be Hull Points? (page 252 of Book 6 Retribution) 

Replace the word Wounds, with Hull Points. 

If I am playing an Alpha Legion army and I select Infiltrate as my Mutable Tactic does this fulfill the 
Limitation in the Coils of the Hydra Rite of War that all Infantry Squads must purchase a Dedicated 
Transport or have the Infiltrate and/or Deep Strike abilities? (pages 124 & 125 of the Legion Astartes Age of 
Darkness Legions) 

Yes. 

Can a Warlord Trait fulfill the Requirements for a Rite of War even though you "roll" for these after list 
creation. Example: Fulgrim can hand select his Warlord Trait so he can give himself Deepstrike with Void 
Walker. Would this Fulfill the requirement he needs to be put in a Orbital Assault army without a transport? 
(page 15 of the Legion Astartes Age of Darkness Army list and page 16 & 17 of the Legion Astartes Age of 
Darkness Legions) 

Yes, but only if the player clearly states that it is chosen as a Warlord trait prior to the list creation. I.E the Warlord Trait or the 
Veteran Tactic or anu such similar rule is written down and picked as part of the army list creation process. You cannot create a list 
and rely on a random roll or a random rule to fulfill a Rite of War requirement. 


When using the Drop Assault Vanguard Rite of War if a single unit, out of several units that makes up the 
Vanguard, is within 12 inches of enemy models does the entire Vanguard benefit from Darken the Skies 
against those models or only the unit that is within 12 inches? (page 103 of the Legion Astartes Age of 
Darkness Army List ) 

All units in the drop Assault Vanguard benefit from the Darken the Sky rule if any unit is within 12” of an enemy unit. 

Are Quad Mortars supposed to have the Pinning USR in their profile? They have the Shell Shock rule which 
effects pinning checks but don 't seem to cause pinning, (pages 35 & 125 of the Legion Astartes Age of 
Darkness Army List ) 

Yes. 

Are Mor Deythan and Headhunter supposed to have Implacable Advance? (pages 116 & 126 of the Legion 
Astartes Age of Darkness Army List) 

Yes. 

When using Endryd Hoar in a Blackshields army does he benefit from the Wrought By War rule you select? 
Example: If you choose Chymeriae Option 1 do his basic stats change to reflect this? ( pages 220 & 221 & 
249 of Book 6 Retribution) 

No. 

If I take a Consul and then take Terminator Armor for him does he keep his Consul specific equipment and 
weapons or replace them with the combi-bolter and power weapon or vice versa? Example: I take a Chaplin 
in Terminator armor does he now have a Crozius Arcanum (power weapon), a second power weapon and a 
combi-bolter? (pages 18-24 of the Legion Astartes Age of Darkness Army List) 

The consul may choose either or and may keep both. But may only ever have 2 weapons. 

Should the Bombardment on a Mechanicum Magos with the Ordinator upgrade be Barrage? (page 27 of the 
Mechanicum Tagmata Army List) 

Yes. 


Forge World FAQ & Rules Clarifications 

Q: The Allies in the Age of Darkness chart doesn’t work entirely in parallel, is this intentional? 

A: Yes, rather than a purely ‘game mechanic’ approach, this chart (which was produced in concert 
with Black Library) is intended to show the web of intrigue and complex history between the Space 
Marine Legions. It reflects that one Legion may call another friend, but be itself either secretly or 
overtly distrusted by that ‘friend’ and so the chart doesn’t actually line up in ‘symmetry’ in several 
places as the main rulebook chart does. 

Q: The Legiones Astartes rule states that “Units with this special rule may always attempt to 
regroup normally regardless of casualties.” What does this mean exactly? 

A: It means that rather than needing an Insane Heroism result of a double 1 in order to regroup if less 
than 25% are still alive, they may use their normal Leadership score instead (just as if more than 25% 
of them were still alive). 




Q: Can the Legion Praetor/Legion Centurion exchange both their chainsword! combat blade for 
one of the options listed and also their bolt pistol for another option, and can these be different 
options? 

A: Yes to both questions, so long as the cost for both options is paid and this is reflected on the model. 

Q: Can you tell me how the Sniper rule applies to the Legion Veteran Tactical squad (if it is 
chosen as an option) and the Vigilator? 

A: All of the shooting attacks made by these units gain the ability to inflict Precision Shots (see page 
63 of the Warhammer 40,000 rulebook) if they did not already do so. In addition, all of the model’s 
shooting attacks never need greater than a 4+ to wound their targets, regardless of their weapon’s 
relative Strength and their target’s Toughness. Note that if they would normally need less than 4+ to 
wound thanks to their weapon’s Strength, the better To Wound roll is still used. (So a Melta gun fired 
at a Space Marine by a Tactical Veteran with the Sniper special rule still only needs a 2+ to wound 
regardless for example). Other special rules for the weapon they are using remain unchanged. 

Q: Can a Moritat exchange both of their bolt pistols for the options listed for doing so in the 
Centurion entry (so, for example, can I give him two Volkite Serpenta or a plasma pistol and a 
Volkite Serpenta?) 

A: Yes, so long as the cost for both options is paid and this is reflected on the model. 

Q: If a Moritat misses with one of their pistols while making a Chain Fire Attack, does this stop 
the Chain Fire Attack completely, or just the Chain Fire from that particular pistol? 

A: Just the Chain Fire from that particular pistol. 

Q: Can a Moritat’s Chain Fire attacks wound models outside of their pistol range if they are 
part of a large squad, only some of which are in range when the Moritat began firing? 

A: No, except in the case of a successful ‘Look out Sir’ attempt by models which may be out of the 
range but part of the same unit. 

Q: In the case of the ‘Pride of the Legion’ Rite of War, Veteran and Terminator squads are 

Troops choices in the force; could you clarify the exact squads which fall into these categories? 

A: In this case specifically this means Veteran Tactical squads and Legion Terminator squads only, so 
Justaerin and Deathshroud Terminators are not included in this. Any Legion-specific units in future 
Horus Heresy books which do qualify for this Rite of War will have this fact explicitly stated in their 
unit description. 

Q: Do I have to take a Drop Pod instead of a Rhino for all my infantry units if I use the ‘Orbital 
Assault ’ Rite of War? 

A: No, not so long as you have sufficient other vehicles for them to be transported in that are capable 
of deep striking. So, for example, if your primary detachment contained two Legion Storm Eagle 
Assault Gunships these could transport a unit of up to 20 infantry models each, and so two units in 
your force would not need Drop Pods of their own. Note that once a transport such as this has been 
‘assigned’ once for the purpose of working out the Rite of War, it cannot be claimed by another unit 
as well! 


A 


Q: If I use the Orbital Assault Rite of War, do I have to have all of my units in reserve at the 
start of the game? 

A: No you don’t. The limitation of the selection is only that they must be able to use the Deep Strike 
rules (to represent the limitations of this kind of force’s structure and deployment as part of the 
narrative of the game). Units which have the option to either deploy by Deep Strike or deploy 
normally may still do either, while units which must deploy via deep strike (such as Drop Pods) still 
do so. 

Q: The Legion Recon Squad states that states that “any Space Marines may exchange their 
bolter for one of the following... ”, excluding the Sergeant (a bit odd). Is that correct or the rule 
should state “any model” instead of “any Space Marines”? 

A: Any Space Marine is correct; this includes the Sergeant. Note that if you replace the Sergeant’s 
bolter for one of these options, you will not be able to select any of the Sergeant-only options (as he 
will no longer have a bolter to exchange). 

Q: Concerning the Merciless Fighters rule for the Sons of Horns Legion. If the Sons of Horns 
units are equipped with Unwieldy weapons and thus would attack in Initiative step 1, do these 

models get extra attacks when outnumbering their opponents? Also, how are these ‘mixed’ 

Initiative step 1 attacks resolved? 

A: Models with Unwieldy weapons do not qualify for extra attacks from the Merciless Fighters rule 
(as they have not already fought previously as described in the rule). 

In terms of the order of resolution, resolve any attacks made by models with Unwieldy weapons after 
working out whether the opponent has been outnumbered by the Sons of Horus and making any extra 
Merciless Fighter attacks as part of Initiative step 1 . 

Q: The Malcador Heavy Tank is listed as being ‘Fast’ in the Horus Heresy book, but not in 

other Imperial Armour books, is this an error? 

A: No, this is intentional; at this stage the Imperium is familiar with the design of its specialised 
engines (and can get them to work properly!) These technologies will be lost in the millennia of war 
to come, relegating the Malcador to second line duties in later ages. 

Can Horus ’ Serpent’s Scales’ ability to negate effects which modify his characteristics cancel out wounds he 
has taken? 

No. The effect cancels out temporary modifiers such as those imposed by rad grenades in assault or the special 
abilities of certain characters, not actual damage. So, for example, effects such as wounds taken and permanent 
reductions to a characteristic like those imposed by a rad phage weapon are not affected by this ability. 

Do all combi-weapons in the Space Marine Legion Army list follow the rules published in the new 40K 
rulebook? 

Horus Heresy-era combi-weapons have their own range of secondary weapon options which differ from their 
41st Millennium counterparts, as shown in the 7th edition rulebook. These are as follows: 

Flamer 
Meltagun 
Plasma gun 

Grenade launcher (frag or krak - choose which type when fired) 

Volkite charger 


Do Dreadnoughts equipped with a chainfist and a Dreadnought close combat weapon, or two chainfists gain 
an additional attack? 

Yes. Assume that the chainfists used by Dreadnought classes specifically in the Legiones Astartes Crusade 
Army list to be customised variants with the following profile: 

Range Str AP Type 

Dreadnought chainfist - x2 2 Melee, Armourbane 

Can Legion Command Squads bought for a Primarch or for a special character be upgraded to wear 
Terminator armour? 

Yes, always in the case of a Primarch. In the case of special characters, only if the special character wears 
Terminator armour of some type can the command squad be so upgraded. 

When do I need to declare that my Dreadnought is using its helical targeting array, and does it remain active 
for the rest of the game from then onwards? 

The use of these is entirely optional and should be declared by the controlling player at the beginning of each of 
their player turns, with the caveat that the Dreadnought must remain stationary. When the helical targeting array 
is not used on any given turn, the Dreadnought may fire its weapons normally at ground targets. 

Does Erebus count as a Chaplain for the purposes of fulfilling the mandatory additional Chaplain HQ 
requirement for Word Bearers? Also, does he count as a Diabolist for the purposes of fulfilling the Word 
Bearers Rite of War requirement? 

Yes, Erebus counts as both a Diabolist and a Chaplain for the purposes of the Legion’s special rules and Rites 
of War. Similarly, the Kor Phaeron special character counts as a Diabolist only. 

Is it possible to field multiple HQs with a provision that they ‘ must be’ the army’s Warlord? If so, which is 
the Warlord? 

You may only do this in the case of a Primarch. In all cases, a Legion’s Primarch takes precedence over others, 
and so if present in an army representing their Legion, they must be the army’s Warlord and can subordinate 
other characters with this special rule (although you will gain no Warlord benefits from the subordinate 
characters). With the exception of a Primarch and subordinates, however, you may not include more than one 
model with this limitation in any particular army. 

Do you need to have a model with the Master of the Legion special rule to have Rites of War for your army? 
And do they have to be your Warlord? 

In order for a Space Marine detachment to have access to Rites of War, it must have as part of that detachment a 
model with the Master of the Legion special rule. A Space Marine Legion army may only include a single 
model with this rule as part of their HQ choices per 1,000 points in the force. This will most commonly mean 
that your army will include either a Legion Praetor or a Primarch to allow access to Rites of War, and this 
model is also likely to be your army’s Warlord as a result. 

If your army’s Warlord also has the Master of the Legion special rule then you may also roll twice on your 
chosen Warlord Traits chart and select which of the two you wish to use. 

Only one Rite of War may be chosen for the army, regardless of whether multiple characters with this rule are 
included, and the Rites of War chosen only affect the force’s Primary Detachment. The only exception to this is 
that it is possible to have a Rite of War for an Allied Detachment of a large army (as the one model with Master 
of the Legion per 1,000 points still applies and fulfilling the terms of many Rites of War may not be possible 


using the allied Force Organisation chart), but this will require a model with the Master of the Legion as the HQ 
choice for that Allied Detachment. Effects of a Rite of War do not carry over to Allied Detachments from the 
Primary Detachment and vice versa. 

Can I take an Allied Detachment from the same Legion as my main detachment? 

No. 

Can I take multiple Age of Darkness Detachments in a single army? 

Each Age of Darkness army is composed of a single Primary Detachment, and may also contain a number of 
optional (secondary) detachments as shown on the relevant Force Organisation chart. Only Force Organisation 
charts found in Forge World Horus Heresy products may be used. 


PsychicSpecial Characters 

Is there a limit to how many Warp Charges Sevatar can expend when using his Repressed Psyker ability 
during a game? 

Sevatar may not use more than 2 Warp Charges from the player’s pool in order to use his Repressed Psyker 
ability, and his modified Leadership value of 7 is used should he become subject to Perils of the Warp. 

Psykers now need to roll a 4+ to harness Warp Charge in 7th ed. Given the uniqueness of his psychic 
abilities, does Lorgar need 4+s as well to manifest his powers? 

To cover Lorgar’ s psychic abilities, use the following when playing him in Heresy games using the 7th edition 
Warhammer 40,000 rules: 

Erratic Psychic Power: Replace the sentence referring to 3D6 in this special rule’s description with the 
following: When wishing to manifest his powers, Lorgar successfully harnesses Warp Charge on rolls of 5+ 
rather than 4+ as would normally be the case. 

Lorgar Transfigured: Replace the last sentence which appears in the middle paragraph referring to 3D6 in this 
special rule’s description with the following: 

When wishing to manifest his powers, Lorgar successfully harnesses Warp Charge on rolls of 3+ rather than 4+ 
as would normally be the case. 



Warhammer 40,000: The Rules 

The Movement Phase 

• No part of a model may intentionally hang off the edge of the table, except for parts that are explicitly 
ignored while checking line of sight (e.g. the wings or tail of a non-vehicle model). 

• A Tank is allowed to move through non-vehicle enemy models not locked in close combat when it turns on 
the spot to aim as part of a Tank Shock. Units moved through in this way count as being Tank Shocked and 
models in the path of the pivot may make Death or Glory attacks (provided the unit passes its Morale test). 

• Vehicles may not Tank Shock in the same turn that they Deep Strike. 

• Skimmers that Deep Strike onto enemy models mishap normally (their scatter is not reduced to avoid enemy 
models). 

The Psychic Phase 

• The Invisibility psychic power is altered to read: units shooting at the Invisible unit do so at BS1, and hit it 
in melee on a 5+. 

• Multiple psykers that are part of the same unit cannot attempt to manifest the same psychic power during a 
single psychic phase. 

• A Psyker that chooses to substitute a generated power for the discipline’s primaris power is not allowed to 
gain Psychic Focus for that discipline. This means the Psyker must generate at least one of their remaining 
powers from a different psychic discipline. 

• A Psyker with a Mark of Chaos or a Daemon of a particular God cannot benefit from the general Psychic 
Focus rule. 

• Unless explicitly permitted to do so, Psykers may not attempt to manifest more psychic powers than the 
number of their Mastery Level within a single psychic phase. 

• Unlike Blessings, multiple instances of the same Malediction cast by different models do stack with each 
other. 

• Multiple instances of the same wargear or special rule that provide bonuses to Deny the Witch rolls do not 
stack with each other. However, different pieces of wargear or special rules do stack with each other. 

• The same restrictions that apply to Psykers while inside Transports also apply to Psykers while inside a 
Building. 

• When manifesting psychic powers, a Chariot Rider is not considered to be embarked upon a transport. This 
means the Rider can attempt to manifest any type of power that it knows, and not just Witchfire powers. 

• If a Chariot Rider suffers a Perils of the Warp result while manifesting a psychic power, all effects from the 
Perils of the Warp table are allocated to the Rider. 

• If a Transport vehicle is removed as a casualty due to the Dragged into the Warp Perils of the Warp result, 
embarked models are allowed to perform an emergency disembarkation. 

• Bonuses to Deny the Witch rolls may never be applied to attempts to deny Blessing or Conjuration psychic 
powers. 


• A Psyker that manifests the Psychic Shriek psychic power must still roll to hit. If the To Hit roll is 
unsuccessful, the entire attack misses. 

• If the Terrify psychic power causes a unit locked in close combat to Fall Back, they leave combat and make 
a normal Fall Back move. If they were the only unit locked in combat with the enemy, the enemy may not 
make a Sweeping Advance or Consolidate and remain exactly where they are. 

• Use the following clarifications for the Invisibility psychic power: 

1. Any attacks or special abilities that can cause damage (i.e. hits, wounds and/or vehicle damage) 
without rolling to hit (e.g. Codex: Chaos Daemons Warp Storm Tables, etc) affect invisible units 
normally. 

2. Nova psychic powers affect invisible units normally. 

3. Stomp attacks affect invisible units normally. 

4. If a model in close combat with an invisible unit would normally hit in close combat on a fixed value 
the player whose turn it is determines whether the fixed value or the Invisibility psychic power takes 
precedence. 

• Zooming Flyers do not suffer the Strength 1 hit with the Haywire special rule when targeted by the 
Objuration Mechanicum psychic power. The other effects of the power apply normally. 

• When manifesting the Sacrifice psychic power, the single wound suffered by one friendly model within 6” 
of the Psyker cannot be given to the newly conjured herald. 

• When a Psyker manifests the Possession psychic power but is removed as a casualty due to a result on the 
Perils of the Warp table, the power still conjures a unit normally. 

• When a Psyker with the Brotherhood of Psykers/Sorcerers special rule manifests the Possession psychic 
power, only models in that unit with the BoP/S special rule are automatically removed as casualties. 

• A Psyker may attempt to manifest The Gate of Infinity and Levitation psychic powers both while Falling 
Back and also while locked in close combat. Note however, these powers may not be manifested by a unit 
that has been Pinned/Gone to Ground. 

1. In the case of Falling Back, the unit still counts as Falling Back after it resolves the power. 

2. In the case of being locked in close combat, if the Psyker and any unit he has joined were the 
only unit(s) locked in combat with the enemy, the enemy may not make a Sweeping Advance or 
Consolidate and remain exactly where they are. 

The Shooting Phase 

• Line of Sight for non-vehicle models must be drawn from the model’s eyes (or closest equivalent). 

• Rules that allow a model to shoot more than one weapon in the shooting phase apply to shooting attacks 
made in other phases of the game, such as overwatch and interceptor shooting. 

• Unless a shooting attack specifies that it doesn’t require line of sight or has a proviso allowing it to cause 
damage to units out of line of sight (such as with Blast weapons), then it cannot cause damage to a vehicle 
model that is entirely out of line of sight. 

• Models that Turbo-boost in the Shooting phase can move any number of inches (up to the maximum for 
their unit type) in any combination of directions, potentially ending the phase in the exact same position. 

• If a unit elects to Run and/or Turbo-boost, then all models in the unit must forgo their shooting to do so. It is 
perfectly fine for some models in a unit to Run while others Turbo-boost. 
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The Assault Phase 

• Use the following clarifications when declaring and completing charge moves. 

1. A unit may declare and complete a charge on a single unit even if completing the charge would 
take the unit out of unit coherency. 

2. A unit may NOT declare a charge on multiple units if completing the charge would take the unit 
out of unit coherency. 

3. If a unit legally declared a multiple charge but due to overwatch fire is no longer able to 
complete the charge without breaking unit coherency, the charging unit may complete the charge 
against the primary target and only those secondary targets that would not cause the unit to break 
unit coherency. 

• If a unit has a special rule that allows it to fire at multiple targets in the Shooting phase (such as the Split 
Fire special rule, for example), the unit may declare a charge against any of those targets in the Assault 
phase. 

• When multiple units are eligible to fire Overwatch at a charging unit, the firing player resolves the 
Overwatch from one of his units (of his choice) before deciding whether he would like to fire Overwatch 
with another eligible unit. This continues until all eligible units have either fired or the player chooses to 
make no further Overwatch attacks against the charging unit. 

• Units are considered to be locked in close combat as soon as any enemy model moves into base to base 
contact with them. This prevents the unit from firing Overwatch against other units charging them later in 
the same phase. 

• A unit comprised of only a single model may not charge more than one enemy unit with a single charge 
move. 

• While making Pile In moves, if both players’ moves in a particular Initiative step are insufficient to bring 
any combatants back together, but Pile In moves in subsequent Initiative steps of that same phase would be 
sufficient to do so, the combat continues normally. 

• A model that is in base contact with an enemy vehicle does not make a start of initiative step Pile In move. 

• Units may choose not to make a Consolidation move after winning an assault. If they choose not to, all 
models in the unit are left in their exact positions. 

• If a unit chooses to make a Consolidation move, then all models in the unit must end this movement 1” 
away from all enemy models, including any enemy vehicles they may have just attacked in close combat. 

Morale 

• When a unit is able to use the Ld value of a model outside their unit while taking a Ld test, such as with 
the Inspiring Presence Warlord Trait for example, any modifiers affecting the unit still apply to the unit’s 
Ld test as normal. 


Characters 




• Look Out, Sir attempts may be made against Destroyer weapons. Unlike normal Look Out, Sir attempts, 
these reallocate the Destroyer hit (as opposed to a wound), and are made before rolling on the Destroyer 
Weapon Attack Table. 

• An Independent Character riding on a Chariot does not count as being an Independent Character. 

• When a model is involved in a challenge against a Character riding a Chariot, they may choose to attack 
either the rider or Chariot as usual. 

• An Infantry unit with an Independent Character on a Bike attached to it cannot be Pinned/Go to Ground. 

• An Independent Character that cannot be Pinned/Go to Ground may not join a unit that is currently 
Pinned/has Gone to Ground. 

Universal Special Rules 

• A model’s Feel No Pain roll can never be improved beyond 2+. 

• A unit is only allowed to Jink if it is the chosen target of a shooting attack. Other models potentially affected 
by the attack may not Jink (e.g. other units besides the target unit that are hit by a Blast weapon). 

• A unit targeted by a Witchfire psychic power may wait to declare whether or not it is Jinking until the power 
has been successfully manifested. 

• Models making a Hit & Run move that encounter an obstacle they are not allowed to move through or over 
(e.g. Impassable Terrain or the edge of the board) immediately end their move. 

• A model that fires during an opponent’s turn using the Interceptor special rule: 

1. Must have line of sight to its target even if the weapon being fired does not normally require 
LoS. 

2. Always counts as stationary for this firing. 

3. May still fire Overwatch if assaulted in the same player turn, even with the same weapon used to 
intercept. 

4. Cannot fire more weapons than it is normally able to fire during its own shooting phase. 

• A unit can perform a Vector Strike in the same turn that it leaves Combat Airspace. 

• If a model has the Smash special rule and uses a close combat weapon that has an AP3 or higher, these 
attacks are still resolved at AP2. 

• Unless specified otherwise, attacks that cause Instant Death on a To Wound roll of 6 still need to be able to 

wound the target model for Instant Death to be inflicted (e.g. a S4 attack cannot hurt a T8 model even if the 
attack causes Instant Death on a 6). 

• If a unit rolls a Misplaced result on the Deep Strike Mishap table, the enemy player must place the unit in 
a location where they would not mishap a second time. If no such location exists, the unit is placed into 
Ongoing Reserves. 

• An Ordnance weapon with the Tank Hunter special rule must re-roll both armor penetration dice or none at 
all. 

• A vehicle firing an Ordnance weapon may only fire Snap Shots with its other weapons regardless of 
whether those other weapons are fired before or after the Ordnance weapon. 

• Models equipped with a Jet Pack may make a Thrust Move in the Assault phase even if some models in the 
unit are not equipped with jet packs. 

• Fortifications may never benefit from the Scout special rule. 
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Flyers and Flying Monstrous Creatures 

• For ease of play, at this event, all vehicle weapons are assumed to be able to swivel up to 1 80 
degrees vertically on their mount, instead of the normal 45 degrees, although this still does not allow a 
weapon to draw line of sight through the vehicle’s own hull. 

• For ease of tournament play, at this event. Flyers measure distances to Objective Markers using both the 
model’s hull and base. 

• Template and Blast weapons, and any other attacks or special rules that don’t roll To Hit, or hit 
automatically, have no effect on Zooming Flyers and Swooping Flying Monstrous Creatures unless they 
specifically state otherwise. This is true even if the attacking unit has the Skyfire special rule. 

• A Zooming Flyer that chooses to have the Skyfire special rule and uses Power of the Machine Spirit 
(PotMS) to fire a weapon at a target other than a Skimmer, Flyer, or Flying Monstrous Creature resolves the 
attack as a Snap Shot. Likewise, a Zooming Flyer that chooses not to have Skyfire and uses PotMS to target 
a Zooming Flyer or Swooping Flying Monstrous Creature resolves the attack as a Snap Shot. 

• A Flyer (in Zooming or Hover mode) that suffers a Crew Stunned result on the Vehicle Damage Table may 
not switch flight modes in its following turn. 

• If a Zooming Flyer is forced to move a specified number of inches (e.g., after suffering a Crew Stunned 
result on the Vehicle Damage Table) but cannot legally complete the move (e.g., the final position of the 
Flyer would be within one inch of an enemy model) then the Flyer suffers a Crash and Burn! result on the 
Vehicle Damage Table at the position the move should have ended. 

Super-Heavy Walkers (SHW), Gargantuan Creatures (GC) and Flying Gargantuan Creatures (FGC) 

• The Strikedown ability that SHWs, GCs & FGCs have applies only to Stomp and close combat attacks the 
model makes, not to its Hammer of Wrath or ranged attacks. 

• Models which are not locked in the same combat as a SHW, GC or FGC that are covered by any of its 
Stomp blast markers are ignored and therefore cannot be affected by their Stomp. Note that it is permissible 
to Stomp friendly models locked in the same combat. 

• A Stomp blast marker may only affect one level of Ruin. Further, Stomp attacks may only target the ground 
level of a Ruin and one level above. The Stomping player must declare which level each blast marker is 
targeting before rolling on the Stomp Table. 

• Casualties caused by Stomp attack wounds follow the normal rules for close combat casualty removal 
(starting with enemy models in base contact with the SH/GC/FGC first, etc). However any Overrun result 
rolled affects the specific models underneath that particular blast marker. 

• When a vehicle scatters due to a Flipped Stomp result, reduce this scatter as necessary to prevent the vehicle 
from ending up on top of a friendly model, in impassable terrain or within 1” of an enemy model (if 
possible). 

• GCs/FGCs cannot be tank shocked by a model that isn’t a super-heavy vehicle or GC/FGC itself. Stop any 
other type of model making a tank shock move 1” away from the GC/FGC. 

• GCs/FGCs may fire as many weapons as they are armed with in the Shooting phase. 


Weapons 

Stomp Attacks: 

• Damage from a Stomp attack that results in a 6 on the Stomp Table can be passed off of an affected 
model to a model not also under the stomp template with a successful “Look Out, Sir” roll, if the 
target model can normally take a “Look Out, Sir” test. 

Barrage Weapons: 

• When firing more than one shot with the Barrage special rule, if the attack is allowed to re-roll to hit 
rolls than both the first blast placement (scatter dice and two D6) and subsequent blast placements 
(only a scatter dice) may be re-rolled. 

Blast Weapons: 

• Vehicles hit by a Blast weapon that are completely out of Line of Sight of the firing unit are still 
affected normally by the blast. 

Template Weapons: 

• Models completely out of LoS of the firing unit can be hit by a Template weapon and add wounds to the 
wound pool for the shooting attack. However, unless the Template weapon does not require LoS, then 
models completely of out of LoS of the firing unit cannot have unsaved wounds allocated to them, and so 
cannot be removed as casualties. Similarly, a template cannot affect vehicles that are completely out of the 
firing unit’s LoS either (unless the weapon does not require LoS, of course). 

• When firing a Template weapon, always hold the template above all models and terrain, meaning a non- 
torrent Template weapon only needs to be placed touching the firing model’s base from a top-down, two 
dimensional point of view (not physically touching the firing model’s base). 

• Template weapons with the Torrent special rule, besides not having to be placed touching the firing model’s 
base, must still abide by all other targeting restrictions for Template weapons. 

Vortex Weapons: 

• At the start of a turn, a model still alive on a vortex blast marker after it scatters is allowed to move off the 
marker as though it were not impassable terrain. 

Modified Saves 

2+ Rerollable Saves: 

• Any saving throw of a 2+ that can be rerolled, if the first roll is failed, the reroll is failed on a roll of a 
1,2 or 3. 
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Battlefield Terrain 

• Tank traps are not impassable terrain to Walker/S uper-heavy Walker Vehicles. 

• All sections of an Aegis Defense line must be placed in one continuous line. 

Buildings: 

• Void Shield Generators and Vengeance Weapon Batteries are medium buildings (i.e. they have 4 hull 
points). 

• A claimed building is considered to be a unit in the controlling player’s army. Therefore special rules and 
abilities that apply to friendly units/models generally apply to a claimed building. Note however, 
rules/abilities that apply only to units/models from a particular faction do not apply to a building which is 
not from that faction. 

• A unit is allowed to move/be on top of the battlements of an enemy controlled building. This is an exception 
to the rule that models are not allowed to move within 1” of enemy models. 

• Buildings may take cover saves granted by terrain or intervening units just like a vehicle does, treating the 
building’s entire silhouette as its facing. 

• For the purposes of claiming buildings, allies of any type claim a building for the army they were purchased 
for. 

• The Automated Fire rule causes emplaced weapons to fire at the nearest legal target. A unit is a legal target 
even if the shooting attack is not strong enough to hurt it. A unit is not a legal target if firing at it would 
require breaking one of the targeting restrictions of the weapon type (e.g. placing a blast marker over a 
friendly model, etc). 

Gun Emplacements: 

• Gun emplacements are neither models nor units (they are terrain), which means: 

• They do not generate a Victory Point when destroyed. 

• They do not benefit from special abilities that affect models/units. 

• They are unaffected by Tank Shocks and psychic powers (other than psychic shooting attacks). 

• Gun emplacements may take cover saves granted by terrain or intervening units just like an Infantry model 
does. 

• Units cannot declare a charge against a gun emplacement. However, if while charging another unit a gun 
emplacement is engaged in close combat, then attacks may be directed at the gun emplacement as though it 
were a model in a separate unit. 

• Both players may have a model in base contact with the same gun emplacement (provided they are 1” apart) 
and both models may fire it in consecutive Shooting phases. 


I 


Ruins: 

• At this event, Gargantuan Creatures, Super-heavy Vehicles, and other Vehicles that do not have the 
Walker or Skimmer type may not move/be deployed onto an upper level of a ruin. 

• At this event, if a Blast or Template weapon would hit models on more than one level of a ruin, the 
player making the attack must choose only one of the levels to hit. Non-Torrent Template weapons can only 
choose one level of a ruin above/below themselves. Barrage weapons automatically hit the highest level of a 
ruin that is under the hole in the center of the marker. Note that wounds caused by Blast/Template weapons 
in this case still follow the usual rules for wound allocation and casualty removal against the entire unit. 

• If the target of an otherwise successful assault occupies an upper level of a ruin such that some or all of 
the charging models cannot physically fit on the level, simply move the charging model(s) as close as 
possible and treat those models that could have made base contact as if they had. 

Drop Pods: 

• Models disembarking from a drop pod can make a normal move ending wholly within 6” of the pod. 

• When a Drop Pod deploys, it does not automatically lose a Hull Point even though it is treated as suffering 
an Immobilized damage result. 

• The doors of a drop pod model are ignored for all game purposes (e.g. they never block LoS, they may not 
be disembarked from, and enemy models do not need to remain 1” away from them). 

• Units that have a drop pod as a dedicated transport must start the game embarked within the drop pod, 
disembarking as normal on the turn they arrive. 

• Drop Pods do not count as immobile units prior to deploying for army composition. 

Chaos Daemons: 

• When resolving a Warp Storm result that requires a D6 to be rolled for each unengaged enemy unit (and 
units containing at least one Daemon of the specified type), do not roll for units currently embarked in a 
vehicle or occupying a building. 

• The Daemonic Possession Warp Storm result has no effect on psykers currently embarked upon transports 
or occupying buildings. It does however affect Swooping Flying Monstrous Creatures (that are also psykers) 
normally. 

• When generating a unit of Daemons either from a Portalglyph or the Summoned from the Warp Warp Storm 
result, a Chaos Daemons player may roll the unit size before choosing which type of unit is summoned. 

• When a psyker (or unit of psykers) is created mid-game, immediately roll for any randomly generated 
psychic powers before placing them on the table. 

• Independent Characters from the Chaos Daemons codex can only join units from that codex. 

• Feel No Pain rolls may be taken against wounds caused by Daemonic Instability. 

• Before attempting to manifest the Flickering Fire psychic power, a player must declare the precise Warp 
Charge cost of the spell. 

• Kairos Fateweaver’s Staff of Tomorrow does not allow him to re-roll the end of the game roll or a D6 that 
was originally rolled by the opponent. 

• Kairos Fateweaver is treated as a single psyker model for any special rules or attacks that target, count, or 
otherwise affect psykers. 


Kairos Fateweaver may use the re-rolls granted by the Staff of Tomorrow and the Lord of 
Unreality Warlord Trait while in Reserves. 

For the purposes of the Lamprey’s Bite special rule, a Screamer’s ‘normal close combat attacks’ include the 
bonus attack for charging but do not include Hammer of Wrath attacks. 

A model may only take a cover save against a Screamer’s Slashing Attacks if it is in a piece of terrain that 
grants cover for being in it (excluding vehicles) or there is a special rule granting it cover. 

When the Masque of Slaanesh targets a unit with the Dance of Caging, roll a separate D3 each time the 
target unit is going to move for any reason. The Dance of Caging affects all types of movement, including, 
Turbo-boosting and Thrust movement. Flying Monstrous Creatures that are affected by this ability on their 
turn may not choose to Swoop. 

A model that takes a Disc of Tzeentch as an optional upgrade receives the +1 Toughness Armoured Steed 
bonus. 

Leadership penalties from the Doomstone apply to an enemy character even if that model is removed as a 
casualty and later returns to the game via a special rule. If the Doomstone lowers a character’s leadership to 
0, then any special rules that would prevent them from being removed as a casualty or subsequently return 
them to play are ignored. 

If a multi-wound model fails a characteristic test from the Pavane of Slaanesh or Rancid Visitations psychic 
powers, but is not removed as a casualty, the attack immediately ends. 

Each unsaved wound inflicted by either the Contagion or Witsteal special rule does cause the affected model 
(if still alive) to take a further Toughness/Initiative characteristic test, respectively. 

A Chaos Daemons player may roll to see if the Portalglyph creates a unit the same turn that it is placed. 

A Portalglyph has no specified height, and may literally be represented by a small blast marker. 

The +1 to Feel No Pain rolls from the Warpflame Daemonic Gift stacks with other instances of Warpflame. 
Note that a model’s Feel No Pain roll can never be improved beyond 2+. 

When rolling for a model’s Daemonic Rewards, Warp-forged Armor and the Unbreakable Hide Greater 
Reward are not considered to be duplicates. 

A model with the Mutating Warpblade must actually use the weapon to slay an enemy character or 
monstrous creature for the Warp Mutation special rule to take effect. 

A model with the Blade of Blood must actually use the weapon to attack in the assault phase for the 
Bloodlust special rule to take effect. 



Imperial Knights 

• Refer to the picture to the right for determining the armour facings on an Imperial Knight and shield 
coverage. 


Stronghold Assault Expansion 

• The Promethium Relay Pipes fortification must be represented by long/short terrain features roughly the 
same size and shape as the individual long/short Aegis Defense Line sections. 

• A unit only needs to have a single model at least partially within 12” of a Void Shield Generator for the 
entire unit to benefit from it. 

• A Vortex weapon fired from outside a Void Shield Zone that hits a unit within the Void Shield Zone hits the 
Projected Void Shield instead of the unit as normal, regardless of where the Vortex blast is on the table. In 
subsequent turns when the Vortex blast scatters, if the center hole of the blast is even partially within a Void 
Shield Zone, then the Vortex blast is not affected by that Void Shield Generator. 

Sky shield Landing Pad : 

• At this event, when declaring a charge against a unit on top of a Skyshield Landing Pad, the models on 
top of the landing pad are always considered to be in LoS of the assaulting unit. 

• At this event, when resolving a Blast or Template weapon attack against a unit on/under a Skyshield 
Landing Pad the firer must choose which models to affect (i.e., models on top of or below the Skyshield 
Landing Pad). 

• Only models physically on top of a shielded Skyshield Landing Pad gain its 4+ invulnerable save. 

• Models in cover behind by any portion of a Skyshield Landing Pad have a 4+ cover save. 


Submitting Reports on aus30k.com 

To submit a battle report, all you have to do is navigate to one of the planets or go straight to the Scandus 
Heresy campaign page: http://aus30k.com/30kwiki/index.php?title=The Scandus Heresy 

From that point there are some basic steps: 

1. If this is the first time that the player has been involved in a battle report for the Scandus Heresy, they 
will need to add their Army ID to the Forces segment under either the Loyalist or the Traitors (they can 
eventually be added to both if they switch sides for some reason!). To do this, just press the ‘Edit’ button 
next to the faction and enter the Army ID into the space indicated. This only needs to be done once per 
Army ID! 

2. If the player wants to enter a Battle Report which contains fluff, narrative, photos etc then they should 
FIRST create this by scrolling down to the Battle Report area and replacing the numbers with the name 
of the battle, or they can just leave numbers, and then hit the ‘Create’ button. IF the player is not 
intending on publishing any fluff or uploading images SKIP THIS STEP! 

This will load up a new page where they enter in the details, sadly due to wiki’s being the way they are, 
there is no clean/neat way to do this and to someone new it looks quite daunting the first time, but it is 
actually quite simple. More information on how to fill out the Battle Report can be found here: 
http://aus30k.com/30kwiki/index.php?title=Battle Report 

3. Once the player has created a Battle Report or if the player is only entering a Skirmish Report, which is 
a simple Win/Loss vs the other player and does not contain ANY fluff or photos, they scroll down to the 
Skirmish Report (either in the Battle Report they just created or on the Campaign page if they didn’t 
create a Battle Report) and just hit the ‘Create’ button leaving all of the numbers in place. This will load 
up a new page where they enter in the following brief information: 

o Victor Army ID 
o Defeated Army ID 

o Draw Indicator (only change to y if it was a draw, otherwise leave) 

o Faction Victor (Which faction the victorious player was fighting for, normally Loyalist or Traitor, 
but you can use custom factions) 
o Planet 

o Date of the game (this automatically convert to a 30K style date entry) 

The moment the players start creating either a Battle or a Skirmish report it will automatically link to both the 
planet the battle took place and the players Army pages. If a player does not have an Army ID on Aus30K, I 
encourage them to create one, but either way people can use placeholder names (Bobs Death Guard) instead of 
the Army ID in any of the reports, it will still work, it’s just they will not have a profile nor will be able to track 
their games. Someone CAN go back at a later date and change the placeholder name to an Army ID once it is 
created and it will automatically update. 

If anyone has any questions about the FAQ or the aus30k.com registration and reporting process just contact the 
organiser on thelinconheresy@ gmail.com 


